VIDEO GAME CARTRIDGE 
FOR THE ATARI 2600 VCS"** 







































































































































































































Atari vvelcomes your comments. Please address all correspondence to: 


Atari, Inc. 

Customer Relations 
1312 Crossman Avenue 
Sunnyvale, California 94086 


NOTE: Alvvays turn the console POWER svvitch OFF when inserting or 
removing an ATARI® Game ProgramTM cartridge. This will protect the elec- 
tronic components and prolong the life of your ATARI Video Computer 
SystemTM game. 

©1983 ATARI, INC. ALL RIGHTS RESERVED 
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1. IMOTES FROM THE COMMANDER 
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VVelcome aboard the missile laser 
base. I’m Commander Champion, 
your training instructor. These 
laser bases are used to protect 
our Universe from alien attack. 
Each laser base carries missiles 

which you’ll launch from your 
control panel. 



In your first training 
mission, you’ll be battling 
an age-old threat, the 
Galaxian fleet, which 
has thrived on war 
and terrorism for 
centuries. Together, 
we must destroy these 
warmongers to maintain 
peace and tranguility over 
the Universe. 


Before we go into action, let’s talk 
about Galaxian battle tactics. The 
Galaxian fleet always flys in forma- 
tion. As one ship descends from 
the extreme right or extreme left, 
it drops deadly bombs and then 
returns to original position. The 
Galaxian leaders, Flagships, are 
usually flanked by protective 
Escorts. The best way to get them 
is to first destroy the Escorts, then 
go after the Flagship. 


2. GAME PLAY 


The object of the game is to 
destroy the Galaxian fleet before 
they blast your laser base to star- 
dust. The fleet lines up in ranking 
order before plunging down to 
bombard your laser base. If a 
Galaxian survives a bombing run. 


he returns to his original position. 

You begin the game with three 
laser bases, and score points for 
each Galaxian destroyed with your 
laser missiles. You earn extra 
points for destroying a Galaxian in 
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flight, and at 7000 points, you 
receive a bonus laser base. 

The Galaxian fleet attacks in 


vvaves. Each time you manage to 
destroy an entire vvave, another 
fiercer vvave is launched. 


3. USIIMG THE 



Use your Joystick Controller vvith 
this ATARI Game Program^'^ car- 
tridge. Be sure the controller cable 
is firmly plugged into the LEFT 
CONTROLLER jack at the back of 


COIMTROLLER 


your Video Computer System^*^ 
console. Hold the controller vvith 
the red button to your upper left, 
tovvard the television screen. (See 
your ovvner’s manual for further 
details.) 

Use your Joystick to slide your 
laser base right and left across the 
bottom of the screen. Press the 
red fire button to launch laser 
missiles at the Galaxian fleet. 


4. COIMSOLE CONTROLS 


GAME SELECT SWITCH 

Press GAME SELECT to choose 
the desired skill level (1 through 9). 
The skill level number is the same 
as the vvave number displayed in 
the lovver right corner of the 
screen. 

SKILL LEVELS 

The ATARI GALAXIAN game in- 
cludes nine skill levels, each offer- 
ing varying degrees of challenge. 
Level 1 is relatively slovv and easy, 
and level 9 is fast and difficult. The 
higher the skill level, the faster and 
harder the Galaxian fleet attacks. 


GAME RESET SWITCH 

Press GAME RESET to reset the 
program. Press the red controller 
button to start the game; at the 
end of a game, press it to play the 
same game again. 

TV TYPE SWITCH 

Set this svvitch to COLOR if you’re 
playing on a color TV. Set it to 
B/W to play the game on a black 
and vvhite TV. 

DIFFICULTY SWITCHES 

The LEFT DIFFICULTY svvitch 
determines your laser base firing 
response mode. Set the DIFFI- 
CULTY svvitch to B and hold the 
fire button dovvn for continuous 
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firing. Set the DIFFICULTY svvitch 
to A and use your thumb to tap 


the fire button each time you want 
to fire a missile. 


. SCORING 



The point value of a Galaxian is 
determined by its rank and position 
in the lineup. Drones, the lowest 
rank are green; Emissaries are 
purple; Escorts are red; and 
Flagships, the highest rank are 
white. You score double points for 
destroying a Galaxian in flight. 
Destroy a Flagship in flight and 
you score even more bonus points. 
(See Flgure 1 for rank and point 
values.) 


Your score appears at the upper 
right side of the screen. The attack 
wave is indicated by the number in 
the lower right corner of the 
screen (see Flgure 2). 

The number of laser bases remaining 
is indicated by the laser bases 
shown at the lower left corner of 
the screen (see Flgure 2). 
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3 BOTTOM ROWS (GREEN) = 30 POINTS IN FLIGHT = 60 POINTS 
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Figure 1 
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Figure 2 


6. HELPFUL HIIMTS 


■ VVARNING: 

Sometimes exploding particles 
from a destroyed red escort 
are deadly. 

■ Shoot escorts (red members of 
the Galaxian fleet) only when they 
are escorting a Flagship; shoot the 
Flagship only in flight. Doing this 
will help you score higher points. 

• Study the Galaxian attack pat- 
terns; that way you’ll know what to 


expect from each member of the 
Galaxian fleet. 

■ If you need a rest while fighting 
waves 1 and 2 of the Galaxian at- 
tacks, go to the extreme right or 
extreme left of the screen for a 
few seconds. During the higher 
level waves, stay away from the 
corners to avoid being trapped by 
a Galaxian. 
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Call toll-free: 
(800) 672-1404 (in California) 
(800) 538-8543 (Continental U.S.) 
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GAME CARTRIDGE LIMITED NINETY DAY WARRANTY 

ATARI, INC. C'Atari") warrants to the original consumer purchaser that your ATARI-Game Program cartridge is free 
from any defects in material or worl<manship for a period of ninety days f rom the date of purchase. If any such defect is 
discovered within the warranty period, Atari's sole obligation will be to replace the cartridge free of charge on receipt 
of the cartridge (charges prepaid, if mailed or shipped) with proof of date of purchase at either the retail store where 
the cartridge was purchased or at one of the ATARI Regional Service Centers listed below; 

Atari, Inc. Atari, Inc. Atari, Inc. Atari, Inc. 

1312 Crossman Ave. 5400 Newport Dr. 12 8 NA/orld's Fair Dr. 2109 East Division St. 

Sunnyvale, CA 94086 Suite I Somerset, NJ 08873 Arlington, TX 76001 

Rolling Meadows, IL 60008 

This warranty shall not apply if the cartridge (i) has been misused or shows signs of excessive wear, (ii) has been 
damaged by being used with any products not supplied by ATARI, or (iii) has been damaged by being serviced or 
modified by anyone other than an ATARI Regional Service Center. 

ANY APPLICABLE IMPLIED \A/ARRANTIES, INCLUDING \A/ARRANTIES OF MERCHANTABILITY AND FITNESS, ARE 
HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE. CONSEOUENTIAL ORINCIDENTAL DAMAGES 
RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS ORIMPLIED \A/ARRANTIES ARE HEREBY EXCLUDED. 

Some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusions or limita- 
tions of incidental or conseguential damages, so the above limitations or exclusions may not apply to you. 

This warranty gives you specific legal rights and you may also have other rights which vary from state to state. 
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